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Welcome to Friends of the Turtle. The goal of this society is 
to promote the type of computer graphics and robot environment 
that uses what is called "turtle geometry". 


Turtle geometry encourages exploration. It can be learned by 
first time computer users of almost any age, and itsS power is 
so great that it can keep full-fledged computer experts 
engrossed for years. The turtle is a graphics tool that makes 
it easy for you to get the computer to do what you want it _ to 
do. 


Members of our society share programs that illustrate many 
interesting ideas and developments in this field. Most of all, 
we will share beautiful designs that have come out of this 
computer environment. 


Background — What is a Turtle? 


If you have ever played with a Milton Bradley Big Trak, or used 
computer languages like Atari PILOT, LOGO, or WSFN, you have 
encountered a very special device called a turtle. Basically, 
a =turtile <.is: a “robot"™..- that: can move: around the floor -<4or 
display screen) in response to messages you send it. Display 
turtles often have "pens" with which they can leave traces of 
their path as they move. 


The difference between turtle graphics’) and conventional 
coordinate graphics can be demonstrated by drawing a square in 
both systems. 
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